Kypnan «IlepcnekTrBU Ta iHHOBALil HAYKU»
(Cepis «Ilepmarorika», Cepis «Ilcuxosiorisi», Cepiss «MeaunuHa»)
Ne 8(54) 2025

VIIK 004.383.3:37.091.33-027.22:796]:378.018.8:373.5.011.3-051](045)

htps://doi.org/10.52058/2786-4952-2025-8(54)-856-865

Tkauyk TI'anunHa BoJioguMupiBHA JTOKTOp NEAaroriyHux Hayk, mpodecop,
npodecop kadenpu iHDOpMaTHKU 1 1HPOPMAIIMHO-KOMYHIKAIIIMHUX TEXHOJIOTIH,
YMmaHChKUH JepKaBHUHN NeAaroriyHuil ynisepcutet imeni [lasna Tuunnau, M. YMmaHsb,

tei.: (04744) 3-45-82, https://orcid.org/0000-0002-6926-1589

Kmyn Oxcana BacwiiBHa kKaHAuaaT MeNaroriyHUX HayK, JOLIEHT, JOIECHT
kadeapu iHPopMaTUKH 1 1HGOPMALIMHO-KOMYHIKAIIIHHUX TEXHOJOT1M, YMaHChKU
Jep >KaBHUM MearorivHuil yHiBepcuTeT iMeHi [TaBna Tuuunu, M. YMans, Ten.: (04744)
4-04-38, https://orcid.org/0000-0002-9978-1921

[APPOBI IHCTPYMEHTH OCBITHBOI TENMI®IKALIT ¥V
MIITOTOBII MAMBYTHBOT'O BUNTEJISA

AHoTalist. Y CTaTTi JOCTIKEHO MOTSHITIaT ITU(POBUX IHCTPYMEHTIB OCBITHBOT
reiimidikaiii y npodeciiiHiii maroToBii MaiOyTHIX y4uTeNniB B ymMoBax 1udpoBoi
TpanchopMallii OCBITH. 3IMCHEHO aHaI3 Cy4aCHHMX HAyYKOBHMX ITAXOJIB JO BH3HA-
YCHHS TOHATTSA «reiMidikamis», i1 BiIMIHHOCTEH BiJg NOBHOIIHHHX Irop Ta
O0COONMBOCTE 3aCTOCYBaHHS B OCBITHBOMY CepeloBHINi. PO3KpUTO 3HAYCHHS
reiimigikanii ans popMyBaHHS y MaMOYTHIX MenaroriB mpodeciiHuX KOMIIETEHT-
HOCTEH, 30KpeMa KPUTUYHOI'O MHCIICHHS, KPEaTHMBHOCTI, KOMYHiKalii, HuppoBOi
IPaMOTHOCTI Ta 3AaTHOCTI IO YIIPaBIIHHS OCBITHIM MTPOLIECOM.

BuokpemieHo m’sTh OCHOBHHUX KaTeropii HHU(POBUX 3ac00iB OCBITHHOI
reiMidikaiii: 1HCTpyMEHTH s reriMidikoBaHoro oiiHoBaHHa 3HaHb (Kahoot!,
Wayground, Classtime TOII10), KOHCTPYKTOPH I1HTEPAKTUBHUX BIpaB 1 MiHIITOp
(LearningApps, Wordwall, Educaplay), irposi cumynstopu (Minecraft Education
Edition, PC Building Simulator, CodeCombat), miatdopmu njist mpoBeieHHs OCBITHIX
kBecTiB Ta MapadoniB (Actionbound, Genially, Padlet), anantuBai mudpoBi iHCTPY-
MeHTH 3 enemeHTamu reiMidikamii (Duolingo, Quizalize, Moodle 3 reimidika-
(GyHKITIOHATBHI MOKIJIMBOCTI Ta POJIb Y CTBOPEHHI IHTEPAKTHBHOTO, MOTHBYIOYOTO
OCBITHBOTO CEPEJOBHUIIA, 0 MOJECIIOE peabHl MENaroriyHi CUTyalli Ta CHpuse
1HMBIAyami3allii HaBYaHHS.

[IpoananizoBaHo mepeBaru BIPOBAKEHHS TeiiMiikallii y miaroToBKy BUUTE-
JiB, cepel SKUX MiABUILECHHS HaBYaJIbHOT MOTHBAILIli, 3AIy4E€HOCTI Ta Mi3HaBaJbHOI
AKTUBHOCTI, PO3BUTOK KOMAHJIHOI B3a€MOJI1 Ta MPOEKTHOTO MHUCIEHHsS. OKpecaeHo
OCHOBHI BHUKJIMKH, IO CYIPOBO/KYIOTh 3aCTOCYBaHHS IUGPOBUX TreriMidiKOBaHUX
IHCTPYMEHTIB: HEJOCTATHIN PiBEHb U(POBOT KOMIIETEHTHOCTI OKPEMUX BUKJIaAa4iB 1
CTYJICHTIB, MOBHI Oap’epu, TOB’si3aHI 3 aHTJIOMOBHHM iHTepdeiicom mmaThopm,
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3HIKEHHS €()eKTHUBHOCTI 32 BIJICYTHOCTI OHOBJICHHS IT'POBOTO KOHTEHTY Ta METOIUY-
HOT miaATpUMKH. OKpecIeHO MEePCHNEeKTUBHI HANPSIMHU MOJANBIINX JOCTIIKEHb, 30K-
pemMa po3poOJICHHS METOAUYHHX MOJeNiel 1HTerpamii redMi(pikoBaHUX CEPBICIB Y
CTPYKTYPY OCBITHIX KOMIIOHEHTIB, ajanTaliro mUGpoBUX IIaT(GopM J0 HaIllOHAb-
HOTO KOHTEKCTY Ta MOUIYK €(PEKTUBHUX CIIEHAPIIB IX BUKOPUCTAHHS y 3MIIIAHOMY |
JTUCTAHI[IHHOMY HaBYaHHI.
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DIGITAL TOOLS FOR EDUCATIONAL GAMIFICATION IN THE
TRAINING OF FUTURE TEACHERS

Abstract. The article explores the potential of digital educational gamification
tools in the professional training of future teachers in the context of the digital
transformation of education. It analyzes contemporary scientific approaches to
defining the concept of “gamification”, its differences from full-fledged games, and its
specific applications in the educational environment. The significance of gamification
for the formation of professional competencies in future teachers, in particular critical
thinking, creativity, communication, digital literacy, and the ability to manage the
educational process, is revealed.

Five main categories of digital tools for educational gamification are identified:
tools for gamified knowledge assessment (Kahoot!, Wayground, Classtime, etc.),
interactive exercise and mini-game builders (LearningApps, Wordwall, Educaplay),
game simulators (Minecraft Education Edition, PC Building Simulator, CodeCombat),
platforms for educational quests and marathons (Actionbound, Genially, Padlet), and
adaptive digital tools with gamification elements (Duolingo, Quizalize, Moodle with
gamification plugins). The didactic potential of each category, their functional
capabilities, and their role in creating an interactive, motivating educational
environment that simulates real pedagogical situations and promotes the
individualization of learning have been determined.

The advantages of introducing gamification into teacher training are analyzed,
including increased learning motivation, engagement, and cognitive activity, as well as
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the development of teamwork and project-based thinking. The main challenges
associated with the use of digital gamified tools are outlined: insufficient digital
competence of individual teachers and students, language barriers associated with the
English-language interface of platforms, and reduced effectiveness in the absence of
game content updates and methodological support. Promising areas for further research
are outlined, in particular the development of methodological models for integrating
gamified services into the structure of educational components, the adaptation of digital
platforms to the national context, and the search for effective scenarios for their use in
blended and distance learning.

Keywords: gamification, digital tools, training of future teachers, interactive
platforms, game simulators, educational quests, adaptive systems.

IlocranoBka mnpobGaemu. CydacHa ocBiTa TMepeOyBae Ha MEpPeXpecTi
rino0abHUX TpaHcdopmalliid, 1e udpPoB1 TEXHOJOTIT CTAIOTh HE JIMIIE JOTIOMI)KHUM
IHCTPYMEHTOM, a ¥ BHU3HAYAJbHUM YMHHUKOM IME€PEOCMUCICHHS TIeAaroriyHux
OpakTUK. Y I[bOMY KOHTEKCTI MIArOTOBKAa MaiOyTHIX y4YuTeNiB Ha0yBa€ HOBHX
oOpuciB, BUMaralouu BiJl HUX HE TIJIbKH TIMOOKUX 3HAHb MPEAMETHOI ramysi, a u
3aTHOCTI QJaNTyBaTHCSA JIO0 JWHAMIYHHMX BHUKJIUKIB mU(poBOi emoxu. OmHUM 13
HAWUTIEPCIIEKTUBHIMINX HAMpsIMIB y I[bOMY IMPOIECl, HA HAIly IYMKY, € OCBITHS
reiMidikaris — miaxija, SKA OpraHigvHO TMOEIHYE ITPOBiI €IEMEHTH 3 HaBYAJIbHUMHU
[UIAMHA, CTBOPIOIOYM I1HTEPAKTHBHE CEPEJOBHINE [JII PO3BUTKY MpOQeCciifHmX
kommeTeHTHOCTEH. [ludpoBi iHCTpymMeHTH Teimidikamii, Taki SK 1HTEpaKTHUBHI
m1aTdhopMu, CUMYJIALIT, BIpTyaJlbHI KBECTH Ta aJalTUBHI OCBITHI CUCTEMHU, BIJIKPH-
BaIOTh HOBI MOKJIUBOCTI JiJ1s1 pOpMyBaHHs y MalOyTHIX MeaaroriB HABUYOK KPUTHY-
HOT'O MUCJICHHSI, KpEaTUBHOCT1, KOMYHIKAIIi Ta YIPaBIIHHSI OCBITHIM IPOLIECOM.

['efimidikairiss B OCBITI — IIe¢ HE MPOCTO JI0JaBaHHS ITPOBHX EJIEMEHTIB 10
TpaaUIIHHUX METOJAMK, a ¥ CTBOPEHHS IIUTICHOTO CEepeoBUINA, J¢ ManhOyTHii
YUHUTENIb MOXKE €KCIIEPUMEHTYBATH, BUMTHUCS HA TOMUJIKAX 1 PO3BUBATH €MIATIIO JI0
notped yuHiB. LI IHCTpYMEHTH IO3BOJISIIOTH MOJCIIOBATH pPeajbHI IeJarorivxi
cuUTyallli, NpONMOHYyIUd O€3MeyHuil NpocTip mIa TPOoPeciHHOrOo 3pPOCTAHHS.
Hanpuknan, BukopuctanHs remidikoBaHuX 1miat@opM y MiATOTOBIIl BYWTEIIB
CIIpHUSI€ PO3BHUTKY IXHBOI 3aTHOCTI JO MPOEKTHOTO MUCICHHS, aHali3y JaHUX 1
aganTamii 0 1HAMBIAyaldbHUX oOcCOOMMBOCTEW Ta moTped yuHIB. BoaHouac
reiMidikaris copuse GoOpMyBaHHIO [HQPPOBOI T'PAMOTHOCTI TMENAroriB  SK
HEeB1J’€MHOT CKIIaJOBOT TPOQECIHHOT MATOTOBKH Cy4acHOTO BUUTEIS.

AHaji3 ocTaHHIX gociaigkeHb i myoOuaikamiid. [IpoGnema 3actocyBaHHs
TeXHOJIOT1i Teimidikailii B OCBITHBOMY MpOLIECI HE € MPUHIIMIIOBO HOBOMWO, aje il
aKTyaJbHICTh 3pOCTa€ B yMOBax U(poBi3auii Ta TpaHchopmalii OCBITHIX MapagurM.
CyuacHi JOCHIKEHHS MiAKPECTIOTh IMOTeHIan reiMidikamii y MiaBUIIEHH]
MOTHBAIIll Ta 3aJIy4eHOCTI 3/100yBayiB OCBITH. BaXXJIMBUM BHECKOM Y PO3yMIHHS
MOHATTA «rerMidikaliii» € mpars [5], ska BU3Hauae reiMigikaiiiro Sk «BUKOPUCTAHHSI
€JIEMEHTIB JU3aliHy Irop y HEIrpOBUX KOHTEKCTax». ABTOPH MiAKPECIIOIOTH, IO
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reiMidikaiis BIAPI3HAETHCS BiJl MOBHOIIIHHUX 1rop (serious games) TUM, IO
BUKOPHUCTOBYE OKpPEMI IrpOB1 €IEMEHTH, Takl K Oaju, peUTHUHTH Y 3aBIAHHS, IS
CTBOPEHHSI «TeriMi(ikoBaHOTO» MOCBiAy (gamefulness), Ha BiIMIHY BiJ] «TPaiIMBOCTI»
(playfulness), sika acoliroeThCS 3 BUIBHOKO, HECTPYKTYPOBaHOIO T'POro [5].

Jlocutb BaroMum y po3pisi moHATTS «reimidikaiis» € gociimkenns K. Kanmna
(K. Kapp) «The Gamification of Learning and Instruction: Game-based Methods and
Strategies for Training and Education», a sKkoMy yBary 30cepemkeHO Ha TOMY, IO
reiimigikaitis Moxke TpaHcpopMyBaTH OCBITHIM MpoIeC, BUKOPUCTOBYIOYH ITPOBi
€IeMEHTH, TaKi SK CHCTEMH Haropoj, KBECTH Ta CHUMYJIAI, IS ITi{BUIICHHS
3aJIy4€HOCTI Ta MOTHBAIlii 3100yBayiB OCBITH [6].

CyTtHicHI 3acaau reimigikailii B OCBITHOMY CEPEIOBHII PO3KPUTO Yy Mparli
C. Hikoncona (S. Nicholson), ae aBTOpoM 3ampOrOHOBAHO KOHIICMIIIIO «3HAUYIIO1
reiMidikamii» (meaningful gamification), sika BIZXOAWTH BiJl TPAAUIIMHUX CHCTEM
naropoq BLAP — Badges, Levels, Achievements, Points (3nauku, PiBHi, Jlocaruenns,
banmn) 1 30cepekyeThess Ha CTBOPEHHI BHYTPIIITHLOT MOTHBAITIT Uepe3 IIICTh KITFOUOBUX
eneMmeHTiB, 00’ eqHanux y mueMoHiuHy Qopmyiny RECIPE: Reflection, Exposition,
Choice, Information, Play, Engagement (Pednexcist, Excriosurisi, Bubip, [ndopmarris,
I'pa, 3anmydenns). HikojcoH migkpeciioe, MmO 3HAYyla TrelMidikaiis YyHUKAE
HAJMIPHOI 3aJI€KHOCTI B 30BHIMIHIX HAropo, ki MOXKYTh MIJAPUBATH BHYTPIIITHIO
MOTHBAIIi10, 1 IPOIIOHYE CTBOPIOBATU CUCTEMHU, 1110 TOCTYOBO NEPEBOASATH YUACHUKIB
0 TOpsIMOT B3a€EMOJII 3 pealbHUM KOHTEKCTOM, HAIpUKIAA, 4Yepe3 3B 430K 13
podeCIHHUMHI YH COIAJIbBHUMU CHiIbHOTaMH. el miaxin € yHiBepcaabHUM 1 MOXKE
OyTH ajanToBaHWM JI0 pI3HUX cdep, BKIOYAIYM OCBITY Ta 3a0e3nedyrdu
JOBrOCTPOKOBUM eexT [8].

VYV Mexax o3HaueHoi NoOJEeMU BapTO 3BEPHYTHM YyBary Ha JOCIIIHKEHHS
C. IlepesicnaBcbkoi Ta O. CmariHoi, y sskoMy reimidikaliist po3risiIacTbCs K OJUH 13
aKTyaJIbHUX HaMpsMiB PO3BUTKY OCBITHIX TEXHOJIOTIM Yy BITUM3HSHIN TeIarorivHii
npaktuii. JlocmigHUII TOMAIOTh YITKE BHU3HAYEHHSI TOHATTS «reiMidikaris» sk
1HTerpailii eJIeMeHTIB TPU Ta IrPOBOIO0 MHCIICHHS B HEITPOBY AiSUIBHICTH, 30KpeMa
OCBiITHIO. Y myOJiKalli akIeHTOBAaHO yBary Ha MOTHBAILlIMHOMY Ta KOTHITUBHOMY
NMOTEHITIa TreiMidikalii, 30kpemMa Ha Takux edekTax, SK IMABUIIEHHS MM3HaBaIbHOT
AKTHUBHOCTI, IHTEpECY J0 HaBYaHHA, 3aJy4YE€HOCTI Ta IHIIIATUBHOCTI 3100yBayiB
ocBiTh. KpiM TOrO, JOCHIIHUII TAKOXK MIJIKPECIIOIOTh, 110 B YKPaiHCHKOMY OCBIT-
HBOMY CEpEIOBHIII HAsIBHI Oap’€epy BIPOBADKCHHS Teiimidikarii — 30kpeMa, HU3bKUi
pPiBeHb TEXHIYHOTO OCHAIICHHS, HEAOCTaTHIA piBeHb IUMPOBOI KOMITETEHTHOCTI
BUKJIa/1aviB, a TaKOX MOBHUU Oap’ep, 1110 OB’ sI3aHUN 3 aHIJIOMOBHUM 1HTep(deiicom
BEJIMKOI KITBKOCTI JHOCTYMHUX remidikoBanux miatdopm. Lle me pa3 migkpeciroe
BAXJIMBICTh CHCTEMHOI NpodeciiiHOi MIArOTOBKM MaHOYyTHIX  YYHUTENIB [0
BUKOPHUCTaHHS U(PPOBUX TeliMi(DIKOBAaHUX IHCTPYMEHTIB [2].

[Tonpu 3HAYHY KUIBKICTh HAYKOBUX Mpallb, MPUCBAYEHUX KOHIENTYali3allii

......

KOHKPETHUX TUGPOBUX I1HCTPYMEHTIB, 10 BUKOPUCTOBYIOTHCS Yy TMIATOTOBII
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MalOyTHIX YYHUTENIB, 3aJUMIIAETHCS HEIOCTaTHHO BHUCBITIEHHMM. Llei acmekt €
JTUHAMIYHUM, aJKe [UGPOBI MIIaTGOPMH MTOCTIHHO OHOBIIIOIOTHCS, 3’ SIBJISIOTHCS HOBI
IHCTPYMEHTH 3 PI3HUM (DYHKITIOHAJIOM Ta TUIAKTUYHUM crhpsiMyBaHHsSIM. CaMe ToMy
CUCTEMAaTH3aIlis Ta OI[IHKA MOKIIMBOCTEHN CydacHHUX reiMi(pikoBaHUX CepBiCiB HAOyBae
0COOJIMBOT aKTyaJIbHOCTI.

Meta crTaTTi — aHani3 MUPPOBUX ITHCTPYMEHTIB OCBITHBOI reimidikarii ta
BU3HAYEHHS IXHBOT'O MOTEHIIIAaTy B MpodeciiiHii MAroTOBII MaliOyTHIX YYUTENTIB.

Buknag ocHOBHOro Marepiajy. Y KOHTEKCTI IpOOJEMH Ta O3HAYEHOI METH
HAIOT0 JOCTI/HKCHHS BapTO 3rajaTH HANpPAIIOBAaHHS BITYM3HSIHUX YUYEHUX, SKi
PO3KpPUBAIOTh METOAWYHI, TEXHOJOTIYHI Ta TMCHUXOJOTO-TIeJaroriyii  acreKkTu
3aCTOCYBaHHS TEXHOJIOT1] redMiQikallii y HaBYaHHI.

AKTyanbHI acleKTH BIPOBAPKEHHs reiMidikanii y 3akigagax BULIOI OCBITH
npoaHamizoBaHo y jgochikeHHi K. Mexen, sika posrismae ii sk eheKTUBHUI
IHCTpYMEHT peaizarii KOMIETEHTHICHOTO MiAX0y B OCBITHHOMY IpoIieci. ABTOpKa
M1IKPECIIoE, 110 reiMidiKallis cupusie He JUIIE T1BUIICHHIO HaBYaIbHOT MOTHBAIII],
a i (opMyBaHHIO I[IHHICHOTO CTaBJICHHS /10 HAaBYaHHSI, PO3BUTKY KOMYHIKAaTHBHUX,
I (PpoBHUX Ta COMIATBPHUX KOMIIETEHTHOCTEH. JloCIIiTHUI OOTPYHTOBYE JTOIIIBHICTh
BUKOPHCTaHHS reiiMiiKOBaHUX €JIEMEHTIB y 3aKjajaxX BHUINOi OCBITH, ajpKe caMe IIi
3acO0M AaKTHBI3YIOTh KOTHITHBHY MJisSUIbHICTH, 3a0€3IeuylOTh 1HJWBITyalTi3alliro
OCBITHBOTO TIPOIIECY Ta CTHMYJIIOIOTh CAaMOOIIHKY BJIACHOTO MOCTymy. BomHouac
JOCIITHUIIS HATOJIONIye HAa HEOOXITHOCTI BpaXxyBaHHS TE€HACPHHUX OCOOJMBOCTEH, a
TaK0 0COOMCTOI TyMKH 37100yBauiB BUIIOi OCBITU. KpiM TOT0, BaXKJIMBO BpaxoBYBaTH
«eexT HOBU3HM» TeiMidikallii, SIKUid Ha MOYaTKy BIPOBAIKEHHS CIPUSE BUCOKIN
MOTHBaIlli 37100yBayiB OCBITH, aj€ 3 YACOM IHTEPEC MOXE 3HUKYBATHUCS, SKIIO HE
OHOBITIOBATH ITPOBI €JIEMEHTH, X04a, B TOH K€ Yac, TPUBAJIC BUKOPUCTAHHS 3HUKYE
TICUXOJIOTTYHUN THCK [1].

VY KOHTEKCT1 JOCTIHKEHHS TOTeHITany reiiMidikariii sk YuHHUKA PO eCciitHOTO
CTaHOBJICHHSI MalOyTHIX IeJaroriB 3aciyroBye Ha yBary gociimpkeHHs T. YepHoBoi,
A. OnpmieBcrkoro Ta B. IBanoBa [4]. HaykoBii migkpeciaio0Th, 0 BIPOBAKCHHS
reiimi(ikoBaHUX €JIEMEHTIB (30Kpema, 06aliiB, KBECTIB, PEUTUHTIB) CIIPHsIE CTBOPEHHIO
HAaBYAJIBHOTO CEPEOBUINA, SKE€ CTUMYIIOE PO3BHUTOK aBTOHOMIi, KpPEaTUBHOCTI Ta
KOMYHIKaTUBHUX HABUYOK 3700yBayiB BHIIOI OCBITH. BojgHouac akTyalbHUMH
3QIMIIAIOTECS  MPOOJEMU  HEAOCTaTHbOIO  PIBHA LU(POBOI  KOMIETEHTHOCTI
BUKJIJ[auiB, @ TaK0XX OOMEXKEHOI IOCTYMHOCTI JIOKalli30BaHUX (YKpaiHOMOBHUX)
Bepciii momynsapHux miardgopm, Ha kmrtant Kahoot! um Spongelab. Ha nymxy
JTOCJIIHUKIB, MiJABUIICHHS €(EeKTUBHOCTI TehMidikalli B MeAaroriyHii OCBITI
MO>KJIMBE 32 YMOBH OHOBJICHHSI IFPOBHX CLIEHAPIiB, afanTallii HIMPppOBUX IHCTPYMEHTIB
70 HAI[IOHAIBHOTO KOHTEKCTY, a TaKOX IIJISCIPSIMOBAHOTO PO3BHUTKY ITU(POBUX
KOMITETEHTHOCTEH BUKJIAJauiB, 3 YpaxyBaHHSIM I1HJAMBITyaJIbHUX OCBITHIX IOTPeO
3100yBaviB OCBITH.

Baromuii BHECOK y BUBUEHHS ITU(PPOBHUX THCTPYMEHTIB Teimidikariii 3po0eHo
y mipaiti JI. Titooi Ta I. KpuBopyuko, B siKiii TOCHTIIKEHO MOTEHITial XMApHUX CEPBICIB
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(Kahoot!, LearningApps, Wordwall, Educaplay, Classtime) y npodeciitniii miarorosii
MalOyTHIX YUYUTEN1B. ABTOPKH aKIIEHTYIOTh YBary Ha (PyHKIIIOHAJIbLHUX MOYKJIMBOCTSIX
wiatgopM, HASBHOCTI IrPOBUX eleMeHTIB (Oamu, TaOnuWIl JiJepiB, €CTETHKa,
MOTHBAIlIHI TTOBIJJOMJICHHS), @ TaKOX 1XHii 34aTHOCTI ()OPMYBaTH IHTEPAKTUBHE Ta
MOTHBYIOYE OCBITHE cepenoBuiie. OcoO0IMBOT yBaru 3aciayroBye eMIlipuyHa CKJIa10Ba
nochimkeHHs . B X011 nmpoBeaeHOro onuTyBaHHs OyJI0 BCTAHOBJIEHO, 110, HA JYMKY
3100yBaviB OCBITH, HaWOULTbII e()EeKTUBHHUMH I1HCTpyMeHTaMu € LearningApps Ta
Kahoot!, mo mosicHIO€TbCS BIAMOBIIHO HIMPOKUM (PYHKIIIOHAJIOM 1 MPUBaOIUBOIO
IHTEPaKTUBHOIO B3aEMO/II€I0. JIOCTITHAII TIIIKPECTIOTh, 10 reiMiikoBaHi XMapHi
CEpBICH MIABUILYIOTh MOTHBAIIIIO /10 HABYAHHSI, AKTUBI3YIOTh Mi3HABAJIbHY AISUILHICTD
Ta CIPHUSIIOTH (POPMYBAHHIO KIFOYOBUX KOMIETEHTHOCTEH MalOyTHHOTO Teaarora, a
TOMY MOXYTb CTaTH OPraHIYHOIO CKJIAJOBOIO OCBITHHOTO Mpouecy [9].

AHami3 Tmpaipb JIOCTIIHUKIB JIaB 3MOTY BHOKPEMHUTH OCHOBHI KaTeropii
IM(PPOBUX IHCTPYMEHTIB, II0 BUKOPHUCTOBYIOTBHCS JUISI OCBITHBOI redmMidikaiiii y
MiArOTOBII MaOyTHIX y4WTeNiB. 3 OISy Ha (PYHKIIOHAIbHE MPU3HAYEHHS, THUII
ITPOBOi aKTUBHOCTI Ta TMENaroriyHU{ TMOTEHIlak, U(POBI IHCTPYMEHTH OCBITHBOI
reiimidikariii MoxHa Ki1acu(iKyBaTH 3a I’ IThMa OCHOBHUMH KaTETOPIsSIMHU:

— 1HCTPYMEHTH ISl TeiiMi()iIKOBAaHOTO OLIIHIOBaHHS 3HAHb;

— KOHCTPYKTOPH IHTEPAKTUBHHUX BIPAB 1 MIHIITOP;

— IrpOBi CUMYJIATOPH;

— 1aTdopMHu JIJIS OCBITHIX KBECTIB Ta Mapa(doHiB;

— aJIanTUBHI reiMi(iKoBaH1 CUCTEMHU.

KOHCTpYKTOPM
PyKTOP Mnatgopmu
Bripae -
KBecCTIB
Creopioe
iHTEpaKTMBHI OpraxisoBye oCcBiTHI
MiHiirpm onsa KBeCcTH Ta
[MpocTe ouiHOBaHHA uaBuyaHus mapadoHn CknagHi cuctemm

D F| W @

L/
Irposi AlanTUBHI
CUMYNATOPU CHUCTEMM
OuiHioE 3HaHHA 3a IMiTye peancHi [Nepconanisye
LOTMOMOIOHO irPOBUX cueHapil ana HaB4yaHHA Ha OCHOBI
enemMeHTIB HaB4aHHA nporpecy y4Ha

Puc. 1. Kameeopii yughposux incmpymenmis 051 0c8immuboi eetimigikayii
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PosrisitHemMo KOXKHY 3 KaTeropid Ta HaBelIeMO NPHUKJIAJAM HaWMOMIMPEHIINX
madTopM.

Incmpymenmu ona zeiumighikoeanozo oOuyiHWBAHHA 3HAHL € OJIHIEIO 13
HAWUTIOMIUPEHINTUX KaTeropid, ska MOeAHye Telmidikalliio 3 KOHTPOJEM 3HaHb
3mo0yBauiB ocBith. Crogu MokHa BigHectu Iuiatdopmu Kahoot!, Wayground
(Quizizz), Mentimeter, Classtime. Bonu naioTh 3Mory CTBOprOBaTH reiimidikoBaH1
TECTH 3 MUTTEBUM 3BOPOTHHUM 3B’ SI3KOM, TAOIHISIMH Ji1€piB, OamamMu Ta Bi3yalbHUMH
edexTtaMu, 10 3a0e3MevyyloTh MOTHBALIWHUN acnekT HaB4yaHHs. Lli iHCTpymeHTH
MO’KHA €()EKTUBHO BUKOPHCTOBYBATH SIK Ha €Talll 3aKpIIJICHHS 3HaHb, peIiekcii, Tak
1 1T 9ac MiJICYMKOBOTO KOHTPOJIIO.

Kpim TOr0, 1HTEpaKTUBHI MIAT(MOPMU CHPUSAIOTH PO3BUTKY HABUUOK IIBUAKOTO
MPUHHATTS PIllICHb, KPUTUIHOTO MUCJICHHS Ta KOMaH/HOI poOOTH, 0COOIMBO 32 YMOBH
MIPOBEJICHHS BIKTOPHUH y (hopMaTi HaBYAIBHUX OATJI1B YU IPYTNOBUX 3MaraHb. 3HAYHOIO
MepeBarol0 TaKUX CEPBICIB € TaKOX IXHS JOCTYIHICTh IS PI3HUX Kareropii
3100yBayiB OCBITH, BKJIIOYHO 3 YYaCHUKAMM I1HKJIIO3MBHOTO HAaBUYaHHS, 3aBISKU
aganTUBHOMY i1HTepdeicy, MPOCTOTI BUKOPUCTAHHS Ta MOMIIMBOCTI MPAIfOBATH 3
OyIp-sSKOro TpHUCTporo. bumbmiicte mnaTtdhopM MICTITh BOYIOBaHY aHAJITHUKY
pe3yibTaTiB, IO TI03BOJISIE BUKIIaladyaM OTIEPATUBHO BUSIBIISTU MPOTATUHU B 3HAHHSIX
1 AudepeHIiIoBaTH MOJAIbIITY POOOTY 3 OKPEMUMH CTyACHTaMH abo Tpynamu.

HactynHa xaTeropist — e KOHCmpyKmopu inmepaKkmueHux enpae i miniizop.
Jlo nux 3aco6iB MokHa BigHecTH miaatgopmu LearningApps, Wordwall, Educaplay,
Baamboozle. Bonn HamarTh MUAPOKI MOMXKJIMBOCTI Il CTBOPEHHS Pi3HOMAHITHUX
IHTepaKTUBHUX 3aBJaHb, 30KpeMa: BIpPaB Ha BIJAMNOBIAHICTh, KJIacH(IKaIlilo,
BCTAHOBJICHHS TIOCJIIJIOBHOCTI; IHTEPAKTUBHUX IMa3J1iB, aHArpaM, MO3aiK; KPOCBOP/IIB,
XMap CIHiB, TECTIB 3 BUOOPOM MPABWIBHOI BIJAIMOBIIL; ITPOBUX JIOTEPEH, BIKTOPUH Y
dbopmaTi Tenenioy; BIAKPUTUX 3alUTaHb, BIPAB HAa 3alIOBHEHHS MPOIYCKIB y TEKCTI,
YacOBMX 1 3MarajlbHUX aKTUBHOCTEH, $KI MOXHA BHUKOPHCTOBYBATH SIK IS
IHUBIIyaJIbHOI, Tak 1 JJI1 KOMaHJHOI poOoTH. BOHUM BUKOPUCTOBYIOTHCS IS
PO3BUTKY JIOTiKH, YBaru, 3aKpiluieHHs TOHSTH, TpeHyBaHHA mam ati. i mmardhopmu
4aCcTO 3aCTOCOBYIOTHCS y MIATOTOBII MaOyTHIX YYUTEINIB 10 pO3pOOIEHHS BIACHUX
reiiMi¢ikoBaHUX AUAAKTUYHUX MaTepialliB.

Hacrynna kareropist — iepoei cumynamopu. Cepen HUX BiaMmiTUMO Minecraft
Education Edition, PC Building Simulator, CodeCombat, CodeMonkey. Bonu natotb
3Mory OyayBaTH HaBYaHHSA y (OpMaTi POJHOBUX TEMAaTHUYHUX CUMYJISIIHN, Y SKUX
3100yBadi OCBITH OMMUHSIOTHCS B YMOBaX, HAOJIMKEHUX 10 peanbHUX MpodeciitHnx ado
HaByaibHUX cutyauiil. Hanpuknaza, PC Building Simulator Moxe BUKOpHCTOBYBATHCH
st opMyBaHHsSI 0a30BUX YSBJICHb PO KOMIT IOTEPHY TEXHIKY, 110 BaKJIUBO IS
MaiOyTHIX Y4YUTENiB 1HPOPMATHKU, OCKUIBKH 3a0e3nedye Bi3yalli3allilo MPOIECciB
CKJIaZlaHHS, HaJAIITYBaHHS W MIarHOCTUKKA KomIm'torepa. Takuil JOCBiI crpusie
KpalioMy pO3yMIHHIO amapaTHOi CKJIaI0BOI, PO3BUTKY TEXHIYHOI TPaMOTHOCTI, a
TakoX (OPMYBAHHIO MPAKTUYHO OPIEHTOBAHUX YMiHb, aJITOPUTMIYHOTO MUCIICHHS,
1(ppoBoi KOMIIETEHTHOCTI Ta 3IaTHOCTI €(PEKTHBHO iSTH Yy 3MOJCIBOBAHUX
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HaBUYAJIbLHUX 1 TPOQECIMHUX CUTYAIisX, 30KpeMa ITi1 4ac BUKJIaJaHHs BIAMOBITHUX TEM
y ko [7].

Bce Ounbmioi momynspHOCTI HaOyBaloTh naamegopmu 011 HPOEEOeHH:A
oceimuix kKeecmie ma wmapaghonie. OunaitH-iHCTpyMeHTH TuIy Actionbound,
Genially a6o Learning Battle Cards HamaroTh MOXJIHBOCTI JJ11 CTBOPECHHSI AMHAMIYHUX
MapIipyTiB, 3MaraHb, IOCIIJIOBHOCTEH 3aBllaHb, SKI IHTETPYIOTh pI3HI THIH
aKTUBHOCTEH (ToIyK iH(opmarlii, po3B’si3aHHS KeiCiB, poOoTa 3 Bizyanizauiero). [Ipu
I[bOMY HaBITh 3arajJbHOJOCTYIHI 1HCTpyMeHTH, sk-oT Padlet, MoxyTp ycminrHO
BUKOPUCTOBYBATUCH JIJIsl peaiizaiii OCBITHIX KBecTiB. Hampukiaa, 3a JD0MOMOTOIO
BipTyasibHOI Jomku Padlet MoxkxHa cTBOpUTH BEOKBECT 13 BI3yaJbHOI HaBIrali€lo,
iHTerpyBaBiu ceppicu Google ta LearningApps Ajis poO3MIlIEHHS 1HTEPAKTUBHUX
3aBaadb [3]. Taki mmargopmu € epekTUBHUMHU y (OpPMyBaHHI HABHUUOK MPOEKTHOI
JISTTBHOCT1, TAUM-MEHEIKMEHTY Ta KPeaTUBHOTO MHUCIJICHHS.

OkpeMy TpyIly CTAHOBJISITb A0GNMUBHI UUPPOGI IHCmMpyMeHmu 3 ejleme-
umamu zeimighikayii. ITncrpymentu Duolingo, Quizalize, Moodle 3 relimidika-
MIAHAMU TUIAriHAMU  peali3yloTh MiJIXiJ A0 1HIWBIAyali30BaHOTO HaBYaHHS 13
BUKOPUCTAHHSM ITPOBUX MeXaHIK. BOHU 103BOJISIOTH 3/100yBauaM OCBITH HAaBUaTHCh
y BIACHOMY TEMIIl, OTPUMYBAaTH IE€PCOHAII30BaHl 3aBJaHHA, MPOXOJIUTH pIBHI,
OTPUMYBATH HAroOpojy, 10 MOTUBYE MO0 caMoHaB4yaHHsA. Kpim Toro, mi miardpopmu
3a0e3MeuyI0Th NOCTIMHUN 3BOPOTHH 3B S30K, AOMOMAralTh BiCTEKyBaTH BIACHHMA
nporpec i JOCATHEHHS, (OPMYIOTh BIAYYTTS YCIIXy Ta CIHPHUSIOTh PO3BUTKY
BHYTPIIITHHOI MOTHBAIII].

AJIaNTUBHICTh TaKUX I1HCTPYMEHTIB J103BOJISIE BpPAaXOBYBAaTH 1HAMBIAYaJbHI
0CO0IMBOCTI 3100yBaviB OCBITH — pPIBE€Hb MIATOTOBKH, TEMI 3aCBOEHHS MaTepiany,
CUJIBHI 1 cJ1a0Ki CTOPOHU — 1110 OCOOJIMBO BaXXJIMBO B YMOBAax 3MIIIAHOTO Ta AUCTaH-
I[IHHOTO HaBYaHHs. 3aCTOCYBaHHS relMiiKoBaHUX IUIAT(GOPM HE JIMINE MiABUIILYE
3aJIy4eHICTh, & 1 CTBOPIOE MO3UTHUBHUMN eMOIIHHUM (DOH, SKUI crpusie TIUOIMIOMY Ta
CTIAKIIIIOMY 3aCBOEHHIO 3HAHb.

BucnoBku. IlpoBeaenuit anami3z miaTBEpKye, mo IUppoBi TeimidikoBaHi
IHCTPYMEHTH BIJITPAaIOTh BAXKJIUBY pOJb y MpodeciiiHii MArOTOBI ManiOyTHIX
y4IUTENB. BOHU CIpHSAIOTH ITiIBUIIICHHIO MOTHBAIII1 10 HABYaHHS, PO3BUTKY KOTHITHB-
HUX, COLIAJIbHUX 1 LU(POBUX KOMIETEHTHOCTEW, CTBOPEHHIO I1HTEPAKTUBHOIO
OCBITHBOT'O CEPEIOBHUILA, SIKE MOEIIIOE peabHl NeAaroriydi CUTyauii.

['efimipikoBani mIaTGopmu, IHTEPAKTUBHI TPEHAXKEPH, OCBITHI KBECTH, afarl-
THBHI CHCTEMH HaBUYaHHS HAJAIOTh IIMPOKI MOXJIMBOCTI JIs peaiizamii KOMIICTCHT-
HICHOTO MiAXO/y, 3a0€3Meuyoun MepCcoHai3alii0 HaBYaIbHOIO MPOIECY, CTUMYJIIO-
BaHHA pe@iiekcii, PO3BUTOK KpEATHUBHOTO MHUCJIEHHS Ta KOMAHJIHOI B3a€MOII.
Oco0MBO IIIHHUMU € IHCTPYMEHTH, 10 JO3BOJISIIOTH CTBOPIOBATH CIIEHAPii HABYAHHS,
HaOIMKEH1 10 pealibHUX MPOodeciiHUX BUKIIMKIB, THM caMUM (HOPMYIOUU MTPAKTHKO-
OpIEHTOBAHY CKJIa/JI0BY MIJTOTOBKH BUUTEIIS.

Pazom 3 TuM, pe3yibTaTH aHali3y CBiIYaTh MPO HASABHICTh HU3KU BUKJIIMKIB, 1110
HOTPeOYIOTh MOAAIBIIONO OCMHUCIIEHHS. 30KpeMa, HAEeThCs MPO HEIOCTaTHIM pIBEHb
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1M (PpoBOi KOMITIETEHTHOCTI OKpEMHUX BHKJIaJadiB 1 3700yBauiB OCBITH; CKJIaIHOIII
JoKamizamii 1HCTpYMEHTIB Ta Oap’e€pu aHTJIOMOBHOTO I1HTepdeicy; 3HIDKCHHS
eheKTUBHOCTI reimidikalii y pa3i BiZICYTHOCTI OHOBJICHHS 3MICTY Ta ITPOBUX MEXAHIK;
0oOMEeXKeHYy METOJIMYHY TOTOBHICTh JO 1HTEerpailii reMiQikoBaHUX CEPBICIB y PIi3HI
OCBITHI KOMITOHEHTH.

VY KOHTEKCTI MPOBEAEHOr0 AaHAIITUYHOTO OIJISAY MEPCIEKTUBHUMU HalpsiMaMu
MOIANBIINX JIOCTIIKEHb BOaUaeMo y po3po0iii METOJUYHUX MOJIEIe BIPOBaIKEHHS
mupoBUx TeMi(iKOBAaHUX IHCTPYMEHTIB y CTPYKTYpYy OCBITHIX KOMIIOHCHTIB
0akasiaBpChbKOTO PiBHS; BUSBJICHHI €()eKTUBHUX CIIeHAP1iB BUKOPUCTAHHSA Teimidiko-
BaHUX MJIaTGOPM y 3MIIIAHOMY Ta IUCTAHIIMHOMY (popMaTax; BUBYCHHI MIKIIPEAMET-
HOTO MOTEHLIATYy U(PPOBUX ITPOBUX TEXHOJIOT1H y MEeAaroriyHii OCBITI.

Takum unHOM, OCBITHS TeiMidikallisi B ymoBax mudpoBoi Tpanchopmariiii He
JUIIE PO3IIUPIOE JUJAKTUYHI MOXIMBOCTI, a W mOTpedye IiIecnpsiMOBaHOTO
METOJIMYHOTO CYNPOBOY, MENAroriyHoi pedekcii Ta IHCTUTYLINHOT MIATPUMKHU AJIs
il eexTUBHOI peamizallii B CHCTeMI MATOTOBKY MalOyTHIX Mearoris.
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